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Umi Masruroh. K7413168. PENERAPAN MODEL PEMBELAJARAN 
KOOPERATIF  TIPE TEAMS GAMES TOURNAMENT (TGT) DISERTAI 
MULTIMEDIA KIT SEBAGAI UPAYA MENINGKATKAN KEAKTIFAN 
DAN HASIL BELAJAR PESERTA DIDIK PADA MATA PELAJARAN 
MEMAHAMI PRINSIP-PRINSIP BISNIS DI SMK WIKARYA 
KARANGANYAR TAHUN PELAJARAN 2016/2017. Skripsi, Surakarta: 
Fakultas Keguruan dan Ilmu Pendidikan Universitas Sebelas Maret Surakarta, 
Oktober 2017.  
 
 Tujuan penelitian ini adalah untuk meningkatkan keaktifan dan hasil 
belajar peserta didik pada mata pelajaran memahami prinsip-prinsip bisnis kelas 
XI H di SMK Wikarya Karanganyar dengan menerapkan model pembelajaran 
kooperatif tipe Teams Games Tournament (TGT) disertai multimedia kit.  
 Penelitian ini merupakan Penelitian Tindakan Kelas (PTK) yang dilakukan 
sebanyak dua siklus. Setiap siklus terdiri dari 4 tahap yaitu: (1) perencanaan 
tindakan; (2) pelaksanaan tindakan; (3) Pengamatan atau Observasi; dan (4) 
Refleksi. Subjek penelitian adalah peserta didik kelas XI H SMK Wikarya 
Karanganyar dengan jumlah 25 peserta didik. Teknik pengumpulan data 
dilakukan melalui kegiatan: (a) wawancara, (b) observasi, (c) dokumentasi, dan 
(d) tes tertulis. 
 Hasil penelitian menunjukkan bahwa melalui penerapan model 
pembelajaran kooperatif tipe Teams Games Tournament (TGT) disertai 
multimedia kit dapat meningkatkan keaktifan dan hasil belajar peserta didik dari 
pra siklus ke siklus I dan dari siklus I ke siklus II. Hal ini terbukti pada siklus I 
keaktifan peserta didik dari segi visual activities meningkat dari persentase pra 
siklus 12,00% menjadi siklus I 57,34% dan 82,66% pada siklus II; keaktifan 
peserta didik dari segi listening activities meningkat dari persentase pra siklus 
16,00% menjadi  siklus I 57,33% dan 88,00% pada siklus II; keaktifan peserta 
didik dari segi oral activities meningkat dari persentase pra siklus 0,00% menjadi 
siklus I 52,00% dan 85,34% pada siklus II; keaktifan peserta didik writing 
activities meningkat dari persentase pra siklus 0,00% menjadi siklus I 53,33% dan 
88,00% pada siklus II; keaktifan peserta didik dari segi motoric activities 
meningkat dari persentase pra siklus 0,00% menjadi pada siklus I 61,34% dan 
86,67% pada siklus II; keaktifan peserta didik dari segi mental activities 
meningkat dari persentase pra siklus 0,00% menjadi siklus I 56,00% dan 88,00% 
pada siklus II, dan keaktifan peserta didik dari segi emotional activities meningkat 
dari persentase pra siklus 0,00% menjadi siklus I 69,34% dan 88,00% pada siklus 
II. Hasil belajar peserta didik mengalami peningkatan yaitu sebesar 6,65 (nilai 
rata-rata kelas pra siklus 70,88 dan nilai rata-rata kelas siklus I 77,52) dan 
persentase ketuntasan meningkat 32,00% (pada pra siklus 40% dan siklus I 72%). 
Hasil belajar peserta didik pada siklus II juga mengalami peningkatan yaitu 
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sebesar 1,98 (nilai rata-rata kelas siklus I 77,53 dan nilai rata-rata kelas siklus II 
79,51) dan ketuntasan meningkat sebesar 12% (pada siklus I 72% dan siklus II 
84%). Kesimpulannya, penelitian tindakan kelas dengan menerapkan model 
pembelajaran kooperatif tipe teams games tournament (TGT) disertai multimedia 
kit dapat meningkatkan keaktifan dan hasil belajar pada mata pelajaran 
memahami prinsip-prinsip bisnis. 
Kata Kunci: teams games tournament, multimedia kit, keaktifan belajar peserta 




Umi Masruroh. K7413168. APPLICATION OF COOPERATIVE LEARNING 
MODEL OF TEAMS-GAMES-TOURNAMENT (TGT) TYPE WITH 
MULTIMEDIA KIT AS AN EFFORT TO IMPROVE LEARNING 
ACTIVENESS AND LEARNING ACHIEVEMENT IN UNDERSTANDING 
OF BUSINESS PRINCIPLES SUBJECT MATTER OF THE STUDENTS OF 
WIKARYA VOCATIONAL HIGH SCHOOL OF KARANGANYAR IN 
ACADEMIC YEAR 2016/2017. Thesis, Surakarta: Teacher Training and 
Education Faculty Sebelas Maret University, October 2017. 
The objective of this research is to improve the learning activeness and the 
learning achievement in Understanding Business Principles subject matter of the 
students in Grade XI H of Wikarya Vocational High School of Karanganyar 
through the application of the cooperative learning model of the TGT type with 
multimedia kit.  
This research used the classroom action research with two cycles. Each 
cycle consisted of 4 stages, namely: (1) planning; (2) implementation; (3) 
Observation; and (4) Reflection. The subjects of the research were 25 students in 
Grade XI H of the school. The data of the research were collected through in-
depth interview, observation, documentation, and written test. 
The research shows that the application of the cooperative learning model 
of the TGT type with multimedia kit could improving the students’ learning 
activeness and learning achievement in Understanding Business Principles 
subject matter. The percentage of the students’ activeness in visual activity aspect 
was 12.00% in pre-cycle, it became 57.34% in Cycle I and 82.66% in Cycle II; 
the percentage of the students’ activeness in listening activity aspect was 16.00% 
in pre-cycle, and it became 57.33% in Cycle I and 88.00% in Cycle II; the 
percentage of the students’ activeness in oral activity aspect was 0.00% in pre-
cycle, and it became 52.00% in Cycle I and 85.34% in Cycle II; the percentage of 
the students’ activeness in writing activity aspect was 0.00% in pre-cycle, and it 
became 53.33% in Cycle I and 88.00% in Cycle II; the percentage of the students’ 
activeness in motor activity aspect was 0.00% in pre-cycle, and it became 61.34% 
in Cycle I and 86.67% in Cycle II; the percentage of the students’ activeness in 
mental activity aspect was 0.00% in pre-cycle, and it became 56.00% in Cycle I 
and 88.00% in Cycle II; and the percentage of the students’ activeness in 
emotional activity aspect was 0.00% in pre-cycle, and it became 69.34% in Cycle 
I and 88.00% in Cycle II.  Furthermore, the students’ learning achievement 
indicated by class average score also improved by 6.65 points from 70.88 in pre-
cycle to 77.52 in Cycle I and by 1.98 from 77.52 in Cycle I to 79.51 in Cycle II, 
and the percentage of the learning mastery also increased by 32.00% from 40% in 
pre-cycle to 72% in Cycle I and by 12% from 72% in Cycle I to 84% in Cycle II. 
In conclusion, the classroom action research by applying the cooperative learning 
model of teams games tournament type (TGT) with multimedia kit can improve 
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learning activeness and learning achievement in understanding of business 
principles subject matters. 
 
Keywords: Teams-Games-Tournament, multimedia kit, learning activeness of 
students, learning achievement in Understanding of Business 
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